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ABSTRACT 
This study aimed to document the occurrence of media multitasking activity, as well as to 
explore a possible typology of which media tasks will be distinguished as primary or secondary 
in a multitasking situation, which primary tasks are most often combined with a secondary task, 
and what secondary tasks are most likely to be paired with a given primary task. An original 
questionnaire was developed to collect data on media tasks commonly paired in multitasking 
situations as well as the reasons for or perceived benefits of pairing these tasks. This 
questionnaire was given to participants along with several individual differences scales of 
interest. The results suggested that media multitasking is a common occurrence, and that 
combining the same two tasks will be reported differently depending on which task is designated 
as primary. Video games, social media, web surfing, text, and television were found to be the 
primary tasks paired most often with another task, while audio, text, social media, computer 
video, web surfing, and television were found to be the secondary tasks most commonly paired 
with primary tasks. Following the analysis of the media multitasking reports, recommendations 
were made for future research examining the relationship between the multitasking data and the 
individual differences data, as well as the reported reasons for multitasking.  
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INTRODUCTION 
 As media device availability and use has increased in recent years, research examining 
the relationship between media use and basic cognitive processing has become increasingly 
relevant. Despite the concurrent rise of media multitasking behaviors, investigation into media 
multitasking has been relatively sparse, and much of the literature that does exist in this area 
reveals and focuses on negative impacts on cognition (Alzahabi & Becker, 2013). However, in 
this study we aimed to investigate the occurrence of media multitasking and of specific activity 
pairs, in the hopes of doing future research on its benefits. 
Multitasking and Resource Consumption 
 Humphreys and Revelle (1984) proposed a multiple resource theory for different types of 
processing in attentional tasks, differentiating between sustained information-transfer (SIT) 
resources, required for sustained attention but notably not retention, and short-term memory 
(STM) resources, required for information retention. In this model, cognitive processing tasks 
activate or “consume” these resources, with any one task potentially only drawing from one or 
the other. Tasks that draw on SIT resources include simple arithmetic, letter cancellation, 
vigilance, and reaction time tasks (Humphreys & Revelle, 1984). The resource model suggests 
that one could reach the capacity of his or her SIT resources and be unable to draw on them 
anymore even when all of their STM resources remain free, or vice versa. Humphreys and 
Revelle also stated that while arousal either adversely or minimally affects STM resources, it can 
actually raise the availability of SIT resources and also improve performance on simple attention 
tasks (Humphreys & Revelle, 1984; Matthews, Davies, & Lees, 1990). This suggests that the 
cognitive activation induced by running certain media tasks simultaneously or “in the 
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background” to another task may make the resources necessary for that task more readily 
available, but only if the necessary resources draw from the SIT “reservoir” and not STM. Von 
Gehlen and Sachse (2015) performed a study in which participants performed a short-term 
memory reading task while either in a control condition or while being aroused through an audio 
recording of two people discussing the existence of free will, and then took the d2-Test of 
Attention. The d2-Test of Attention is a letter cancellation task, where participants are told to 
cross out any instance of the letter “d” with two marks around, above, or below it. According to 
Humphreys & Revelle (1984), letter cancellation tasks such as the d2-Test of Attention consume 
only SIT resources. Participants in the auditory distraction condition remembered less in the 
memory task than participants in the control condition, but performed better on the SIT task than 
participants in the control condition (Von Gehlen & Sachse, 2015). 
 Circella, Mokhtarian, and Poff (2012) also proposed a resource consumption model for 
multitasking. They differentiate between task switching, task interleaving, and task overlaying as 
different allocation patterns of resources over the dimension of time. Task switching refers to a 
multitasking situation where resources are devoted almost entirely to one task at a time but 
transferred back and forth between tasks, interleaving refers to devoting most resources to one 
task while devoting fewer “background” resources to a simultaneous task, and overlaying refers 
to devoting equal amounts of resources to both simultaneous tasks at once (Circella et al., 2012). 
They also note that there is usually a “primary” and a “secondary” task in a multitasking 
situation, and identify the primary task as “the one you would be doing anyway,” or the task that 
one set out to do, while the secondary task then is the one which is “incidental” to the main one. 
This concept is related but not identical to the concept of “active” versus “passive” tasks, which 
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they define on a continuum of resource consumption and required attention for effective 
execution of the task (Circella et al., 2012). Finally, Circella et al. (2012) identified the 
possibility of preferences for multitasking along similar (i.e. for stimulation, as with riding a 
unicycle while juggling) or different (i.e. for efficiency, as with checking texts while doing 
homework) domains of resources, and suggested that certain combinations of domain usage 
might facilitate each other, an idea addressed more expansively by the Wickens (2002) multiple 
resource model. This model proposed four different resource domains which different tasks 
could draw from: modalities such as auditory or visual, stages such as perception or cognition, 
visual channels such as focal or ambient, and processing codes such as analogue/spatial and 
symbolic/verbal (Wickens, 2002). This suggests that two tasks which both draw upon for 
example the visual modality might interfere with each other by drawing from the same resources, 
whereas one auditory task and one visual task might draw from different sets of resources and 
therefore be more easily concurrently performed, as is the case with perceiving versus processing 
information, perceiving small details while maintaining an image of a larger picture, or doing a 
task with one’s hands while speaking. 
Media Multitasking 
Ophir, Nass, and Wagner (2009) developed a Media Use Questionnaire to gauge media 
use and multitasking, and found that while they could identify individuals who very often use 
more than one media type at a time and those do so less frequently, there was not a harsh 
bimodal division that would suggest only extreme multitaskers or extreme monotaskers. Their 
Media Use Questionnaire addressed twelve forms of media: print media, television, computer-
based video, music, non-music audio, video or computer games, telephone and mobile phone 
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voice calls, instant messaging, SMS text messaging, email, web surfing, and other computer-
based applications such as word processing. For each media type, participants would estimate the 
total numbers of hours in a week they spent using it, then indicate on a Likert scale how often 
they combined it with each of the other media types (Ophir et al., 2009). 
Circella et al. (2012) summarize findings that suggest that routine tasks, or tasks which 
are extensively practiced, eventually consume fewer resources as they become more 
“automatic.” As tech use and media consumption have become more ubiquitous, it may follow 
that these tasks could also consume fewer resources among those who “practice” them often. 
Additionally, Alzahabi and Becker (2013) found that heavy media multitaskers, or HMMs, 
demonstrated a higher ability to task-switch between number and letter classification tasks than 
light media multitaskers. These findings contradicted the results from a nearly identical 2009 
study which found no significant difference in multitasking ability among HMMs compared to 
LMMs, prompting Alzahabi and Becker to hypothesize that rapid change in media forms and 
prevalence in just the two years that passed between the studies may have been responsible for 
the differences in HMM participants’ improved abilities to task switch (2013). 
Reasons for Multitasking and Individual Differences 
The term polychronicity refers to individual differences in preference for engaging in 
more than one task at a time (Circella et al., 2012). Circella et al. (2012) identified relaxation, 
stimulation, efficiency, easing the unpleasantness of one task, and enhancing the pleasantness of 
one task as possible motivations for multitasking, and suggested that individuals might vary in 
polychronicity because they may vary in which of these will actually motivate them to multitask. 
Similarly, Robinson (2017) suggested that comfort with multitasking, multi-channel preference, 
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effectiveness and efficiency, convenience, emotional gratification, information and knowledge, 
and social benefits composed the eight dimensions of polychronicity and motivational reasons 
for media multitasking. Of the less intuitive definitions of these dimensions, comfort with 
multitasking refers to multitasking feeling more natural or automatic, while multi-channel 
preference refers to a preference for more than one stream of stimulation at a time (Robinson, 
2017). 
Much of the preexisting literature also points to individual differences which may affect 
exactly who stands to benefit from media multitasking, and we aim to investigate a few more in 
this study. Extraversion has been demonstrated to affect performance under manipulations of 
arousal. A prevalent hypothesis suggests that extroverts have a lower base level of arousal 
compared to introverts, and that this difference is responsible for many of the cognitive 
differences that have been demonstrated between introverts and extroverts (Humphreys & 
Revelle, 1984). One such difference is the tendency of extroverts to perform better under aroused 
conditions, whereas introverts’ performance can be hurt or only mildly affected by arousal. In the 
Von Gehlen and Sachse (2015) study discussed above, extroverts showed significant 
improvement on the d2-Test of Attention under the aroused condition compared to introverts 
who demonstrated insignificant improvements, and the relationship between extraversion and 
performance on the d2-Test of Attention was actually stronger in the aroused condition group 
than in the control group. 
 Humphreys and Revelle (1984) discuss the possible effects of anxiety on tasks that utilize 
different resources. They conclude that anxiety can hinder performance on STM tasks or low-
effort SIT tasks because of the cognitive resources expended on worry, but that on high-effort 
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SIT tasks participants with anxiety should actually perform better because of the somatic arousal 
that anxiety induces. This leads to the hypothesis that participants with anxiety may demonstrate 
a preference for media multitasking as a way of inducing that higher effort situation where they 
can succeed, compared to a low-effort media monotask which they would struggle with. This 
may even provide some sense of comfort, either from a sense of accomplishment at having 
completed the multitasking compared to struggling with the single task, or from achieving 
enough engagement with the dual tasks to distract from racing thoughts and other traits of 
anxiety. For similar reasons, we may see similar preferences in participants who are relatively 
high on internal restlessness, a well-recognized dimension of hyperactivity in ADHD adults, 
characterized by a subjective sense of restlessness and near-constant internal distraction 
(Weyandt et al., 2003). 
Goals and Exploratory Hypotheses 
 This study primarily aimed to measure media multitasking; to establish that people media 
multitask and to develop a taxonomy of sorts of multitasking for each media task type of interest. 
This was done with the purpose of aiding future research towards developing a scale measuring 
possible reasons for and benefits of media multitasking and to investigate individual differences 
among participants who demonstrate that they experience these benefits, in the hopes of perhaps 
identifying a construct tentatively described as a “Need for Attentional Resource Consumption”. 
Several exploratory hypotheses for this initial measuring media multitasking study were 
generated: 
H1. People do perform media multitasking, and participants will report media 
multitasking more often than never.  
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H2. Participants will often report different multitasking activity for the same set of two 
tasks, depending on which task is positioned as the primary task. 
H3. Some primary tasks are more likely to engender multitasking and thus are more 
likely to be paired with additional media tasks. 
H4. For each primary task, certain secondary tasks will be most likely to be reported to be 
paired with that task in a multitasking situation. 
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METHOD 
Participants 
300 students participated in the study. They were recruited through the University of 
Central Florida’s SONA system within the Psychology Department. Each student received 0.5 
SONA credits for their participation. 
Materials 
Multitasking Behavior Scale. An original, 30-item scale utilizing elements of Ophir et al.’s 
Media Multitasking Index (2009). Includes written responses for participant estimates of the 
amount of time they spend doing each of ten media tasks each week, Likert scales to measure 
how often they pair that task with each of the other nine, and a checklist where they could 
indicate the reasons they paired each task with others (see Appendix A). 
Internal Restlessness Scale. A 24-item scale measuring internal restlessness, which is both a 
subjective sense of mental restlessness as well as constant distracted thoughts (Weyandt et al., 
2003). Uses a 7-point Likert Scale for each item (see Appendix B). 
Beck Anxiety Inventory. A 21-item self-report measure of anxiety (see Appendix C). Rated on a 
Likert scale of 0 to 3 of frequency and severity (Beck, Epstein, Brown, & Steer, 1998). 
Mini IPIP. A shortened version of the IPIP, measuring the Big Five personality traits of 
extraversion, agreeableness, conscientiousness, neuroticism, and imagination/intellect (see 
Appendix D). 
Demographics. A questionnaire to collect conventional demographics such as gender, age, year 
in college, and cell phone ownership (see Appendix E). 
Procedure 
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This study was online only. Participants who signed up through SONA were able to 
complete it from their own or any computer, at any time during the duration of the study. They 
were not monitored, but the time each participant took to complete the survey was recorded to 
detect instances of “Christmas treeing” or malingering. After participants read the informed 
consent and indicated their consent to participate by selecting “yes,” the survey began. 
Participants were first presented with all ten blocks of the original Benefits of Multitasking scale. 
Each block asked participants to estimate in a written-response block how many hours per week 
they spend performing a particular media task, followed by instructions to indicate on a 4-point 
Likert scale of frequency from “Never” to “Most of the time” how often they pair that media task 
with each of the other nine tasks. Finally, participants were asked to check off on a list all of the 
reasons why they perform that particular task concurrently with any of the other nine, a question 
asked in such a way as to specifically prompt the participant to indicate what benefits they 
believe the task in question “adds” to a multitasking situation. This process was repeated for all 
ten media tasks being examined in this study: use of video games, television, web surfing, 
texting/instant messaging, social media, phone/tablet games, voice calls, music/non-music audio, 
computer-based video, and computer applications. After completing all ten of these blocks, 
participants completed the Beck Anxiety Inventory, the Internal Restlessness Scale, the Mini 
IPIP, and demographics. 
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RESULTS 
The data was screened for participants with unfinished responses and instances of 
malingering, 11 of which were identified and removed from the final analysis. Data pertaining to 
the media task type “other computer applications, including word processing” was removed 
before analysis due to vague wording, so the final results include nine media task types total. The 
individual differences scales and reasons offered for multitasking are to be analyzed in a future 
study. 
Primary and Secondary Tasks 
The first goal of this analysis was to determine how extensively participants perform 
media multitasking if at all, and what media tasks they most often report performing and pairing 
while multitasking. To determine which of the 72 task pairs should be investigated, a paired 
samples t-test was first conducted on each set of two pairs containing the same two tasks. The 
nature of this study was such that participants would, for example, answer how often they use 
video games concurrently with each of the other tasks including social media, and then later in 
the study answer how often they use social media concurrently with each of the other tasks 
including video games. Conducting a paired samples t-test pairing each of these combinations 
containing the same two tasks tested if a task’s designation as the primary or secondary task 
made a difference in how often participants reported pairing it with each of the other tasks. For 
22 out of the 36 pairs, there was a significant difference (p < .001) shown between the pairs 
based on which task was framed as the primary task by the question (see Table 1). By looking at 
the direction of the t value for the pairs which were significantly different from their 
counterparts, it can be determined which tasks participants largely reported as primary tasks, and 
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which they mostly consider secondary tasks. In all 8 task pairs involving video games, more 
multitasking was reported when video games were the primary task. More multitasking was 
reported when television was considered to be the primary task, as was the case with web 
surfing, except for when paired with video games in which case more was reported when these 
were secondary. Texting was reported at greater levels as a primary task when paired with audio 
or with social media but was reported more as a secondary task to video games or web surfing. 
Social media was reported more as a secondary task to web surfing, playing video games, or 
texting, but was the primary task when paired with watching computer video. Mobile games was 
only reported more as the primary task when paired with calls, and was more often the secondary 
task when paired with video games, television, and web surfing. Calls were not the primary task 
in any of these pairs, nor was watching computer video, suggesting that in a multitasking 
situation these are usually considered the secondary task. For the 14 pairs of complementary task 
pairs which were not found to be significantly different from each other, it is thus implied that 
when multitasking is reported with these tasks it is not reported any more or less depending on 
which task was designated as the primary one. 
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Table 1. Paired Samples t-test for task pairs containing the same two tasks. 
  Mean (SD) t p 
Video Games - Television 2.18 (1.13) 5.86 <.001*** 
Television – Video Games 1.79 (1.01) 
Video Games – Computer Video 2.61 (1.2) 12.73 <.001*** 
Computer Video – Video Games 1.68 (1) 
Video Games – Audio 2.88 (1.15) 11.42 <.001*** 
Audio – Video Games 1.96 (1.12) 
Video Games – Mobile Games 2.26 (1.17) 8.6 <.001*** 
Mobile Games – Video Games 1.6 (.975) 
Video Games – Calls 2.43 (1.11) 10.52 <.001*** 
Calls – Video Games 1.65 (.98) 
Video Games – Text 2.89 (1.13) 11.07 <.001*** 
Text – Video Games 1.98  (1.16) 
Video Games – Web Surfing 2.4 (1.11) 9.05 <.001*** 
Web Surfing – Video Games 1.74 (1.01) 
Video Games – Social Media 2.69 (1.17) 10.83 <.001*** 
Social Media – Video Games 1.86 (1.05) 
Television – Computer Video 2.2 (1.17) 7.00 <.001*** 
Computer Video - Television 1.74 (1.03) 
Television – Audio 1.99 (1.11) 4.89 <.001*** 
Audio - Television 1.68 (.95) 
Television – Mobile Games 2.37 (1.16) 3.52 <.001*** 
Mobile Games - Television 2.14 (1.2) 
Television – Calls 2.27 (1.08) 4.85 <.001*** 
Calls – Television 1.95 (1.02) 
Web Surfing – Computer Video 2.56 (1.15) 5.3 <.001*** 
Computer Video – Web Surfing 2.2 (1.11) 
Web Surfing – Audio 2.89 (1.04) 3.65 <.001*** 
Audio – Web Surfing 2.67 (1.07) 
Web Surfing – Mobile Games 2.08 (1.12) 4.02 <.001*** 
Mobile Games – Web Surfing` 1.82 (1.06) 
Web Surfing – Calls 2.35 (1.09) 3.21 .001*** 
Calls – Web Surfing 2.15 (1.03) 
Web Surfing – Text 2.84 (1.04) 3.52 .001*** 
Text - Web Surfing 2.63 (1.01) 
Web Surfing – Social Media 2.75 (1.05) 4.15 <.001*** 
Social Media – Web Surfing 2.52 (1.03) 
Text – Audio 2.98 (1.04) 4.092 <.001*** 
Audio – Text 2.75 (1.09) 
Text – Social Media 3.04 (1.02) 3.74 <.001*** 
Social Media - Text 2.84 (1.01) 
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Social Media – Computer Video 2.71 (1.1) 3.54 <.001*** 
Computer Video – Social Media 2.49 (1.12) 
Mobile Games – Calls 1.93 (1.11) 3.51 .001*** 
Calls – Mobile Games  1.71 (1.02) 
Calls – Computer Video 1.87 (1.07) .52 .605 
Computer Video – Calls 1.85 (1)   
Calls – Audio 1.78 (1.07) .74 .46 
Audio – Calls 1.74 (1.0)   
Audio – Computer Video 1.97 (1.15) 1.91 .057 
Computer Video – Audio 1.87 (1.01)   
Television – Text 2.92 (1.12) 3.02 .003 
Text – Television 2.72 (1.14)   
Television – Web Surfing 2.51 (1.11) .266 .791 
Web Surfing – Television 2.5 (1.11)   
Television – Social Media 2.89 (1.1) 2.83 .005 
Social Media – Television 2.71 (1.09)   
Text – Computer Video 2.76 (1.14) 2.29 .023 
Computer Video – Text 2.62 (1.05) 
Text – Mobile Games 2.25 (1.18) 1.18 .241 
Mobile Games – Text  2.17 (1.17) 
Text – Calls 2.4 (1.09) .786 .432 
Calls – Text 2.35 (1.02) 
Social Media – Audio 2.96 (1.05) 1.74 .082 
Audio – Social Media 2.86 (1.09) 
Social Media – Mobile Games 2.05 (1.14) -.059 .953 
Mobile Games – Social Media 2.06 (1.2) 
Social Media – Calls 2.41 (1.09) 1.05 .295 
Calls – Social Media 2.35 (1.06) 
Mobile Games – Computer Video 2.01 (1.18) 2.05 .041 
Computer Video – Mobile Games 1.88 (1.11) 
Mobile Games – Audio 2.33 (1.22) 3.14 .002 
Audio – Mobile Games 2.13 (1.16) 
 
Measuring Multitasking 
One-sample t-tests were performed to determine if participants overall reported multitasking for 
each possible task pair at a higher rate than the lowest possible Likert option they were given, 
“Never (1),” and the second lowest option, “A little of the time (2),” on a four-point scale which 
included “Some of the time (3),” and “Most of the time (4)” as its other two options. For every 
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task pair, multitasking was reported significantly more than “Never (1),” with p < .001 for each 
pair and t being positive. This suggests that participants do report that they are performing these 
multitasking pairs, and it is only a question of how much they perform them. 
The results for the t-test determining the differences from “A little of the time (2)” are 
shown in Table 2, organized by primary task. Some task pairs were shown to be performed 
significantly less than “A little of the time,” or not to be significantly different from “A little of 
the time,” suggesting that while these tasks are performed more than “never” they are still the 
least common multitasking pairs. The pairs which were not significantly different from “a little 
of the time” included (listed with primary task first): video games and television, television and 
computer video, television and audio, computer video and audio, computer video and mobile 
games, computer video and calls, computer video and surfing the web, audio and computer 
video, audio and video games, audio and mobile games, mobile games and television, mobile 
games and computer video, mobile games and calls, mobile games and text, mobile games and 
surfing the web, mobile games and social media, calls and television, calls and computer video, 
calls and audio, calls and surfing the web, text and video games, surfing the web and mobile 
games, social media and mobile games, social media and video games; while pairs significantly 
less than “a little of the time” included television and video games, computer video and 
television, computer video and video games, audio and television, audio and calls, mobile games 
and video games, calls and mobile games, calls and video games, and surfing the web and video 
games.  
 Notably, the results suggest the primary tasks computer video, mobile games, calls, and 
to a lesser extent audio feature the fewest task pairs which are reported significantly more than 
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“A little of the time,” with the only such pairs being computer video and text, computer video 
and social media, mobile games and audio, calls and text, calls and social media, audio and text, 
audio and surfing the web, and audio and social media. This suggests that these four primary 
tasks are the ones least reported to be combined often with other tasks by participants. Likewise, 
the primary tasks video games, text, surfing the web, social media, and to a lesser extent 
television feature the most task pairs being reported significantly more than “A little of the time,” 
with the only exceptions (listed with primary task first) being video games and television, text 
and video games, surfing the web and mobile games, surfing the web and video games, social 
media and mobile games, and social media and video games. This suggests that these five 
primary tasks are the ones most reported to be combined often with other tasks by participants. 
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Table 2. One sample t-tests for the value of 2, "Some of the time." 
Primary Task Secondary Task t p 
Video Games 
Television 2.72 .007 
Computer Video 8.83 <.001*** 
Audio 12.91 <.001*** 
Mobile Games 3.82 <.001*** 
Calls 6.43 <.001*** 
Text 13.38 <.001*** 
Surfing the Web 6.06 <.001*** 
Social Media 10.02 <.001*** 
 
Primary Task Secondary Task t p 
Television 
Video Games -3.58 <.001*** 
Computer Video 2.83 .005 
Audio -.16 .874 
Mobile Games 5.37 <.001*** 
Calls 4.26 <.001*** 
Text 13.91 <.001*** 
Surfing the Web 7.81 <.001*** 
Social Media 13.689 <.001*** 
 
Primary Task Secondary Task t p 
Computer 
Video 
Television -4.436 <.001*** 
Video Games -5.407 <.001*** 
Audio -1.98 .049 
Mobile Games -1.922 .056 
Calls -2.675 .008 
Text 10.02 <.001*** 
Surfing the Web 3.05 .002 
Social Media 7.34 <.001*** 
    
 
 
Primary Task Secondary Task t p 
Audio 
Television -5.66 <.001*** 
Computer Video -.46 .643 
Video Games -.42 .674 
Mobile Games 1.93 .054 
Calls -4.47 <.001*** 
Text 11.36 <.001*** 
Surfing the Web 10.68 <.001*** 
Social Media 13.17 <.001*** 
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Primary Task Secondary Task t p 
Mobile Games 
Television 1.98 .049 
Computer Video .10 .920 
Audio 4.41 <.001*** 
Video Games -6.86 <.001*** 
Calls -1.22 .223 
Text 2.63 .009 
Surfing the Web -2.95 .003 
Social Media .69 .488 
    
 
Primary Task Secondary Task t p 
Calls 
Television -.75 .453 
Computer Video -2.09 .037 
Audio -3.44 .001 
Mobile Games -4.95 <.001*** 
Video Games -6.01 <.001*** 
Text 5.87 <.001*** 
Surfing the Web 2.48 .014 
Social Media 5.45 <.001*** 
    
 
Primary Task Secondary Task t p 
Text 
Television 10.84 <.001*** 
Computer Video 11.19 <.001*** 
Audio 15.88 <.001*** 
Mobile Games 3.63 <.001*** 
Calls 6.05 <.001*** 
Video Games -.21 .837 
Surfing the Web 10.49 <.001*** 
Social Media 17.12 <.001*** 
 
 
 
Primary Task Secondary Task t p 
Surfing the 
Web 
Television 7.51 <.001*** 
Computer Video 8.07 <.001*** 
Audio 14.63 <.001*** 
Mobile Games 1.11 .267 
Calls 5.46 <.001*** 
Text 13.55 <.001*** 
Video Games -4.28 <.001*** 
Social Media 12.17 <.001*** 
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Primary Task Secondary Task t p 
Social Media 
Television 11.2 <.001*** 
Computer Video 10.8 <.001*** 
Audio 15.18 <.001*** 
Mobile Games .68 .498 
Calls 6.26 <.001*** 
Text 14.28 <.001*** 
Surfing the Web 8.49 <.001*** 
Video Games -2.38 .018 
 
Primary Tasks 
In order to measure which primary tasks were most likely to be present in multitasking 
situations, first averages were taken of participants’ reported frequency of multitasking with each 
primary task. Then, a repeated measures ANOVA with a Greenhouse-Geisser correction was 
performed and determined a statistically significant difference between the nine primary tasks 
(F(6.247, 1774.02) = 71, p < .001). Estimated marginal means pairwise comparisons using the 
Bonferroni correction found that the average frequency reported for video games (M = 2.55), 
television (M = 2.38), web surfing (M = 2.48), text (M = 2.6), and social media  (M = 2.52) were 
not statistically different from each other, with the exception of television and text which were 
significantly different (p < .001) . However, these five were all found to have been reported 
significantly more (p < .001) than mobile games  (M = 2.01), calls (M = 1.98), audio (M = 2.22), 
and computer video (M = 2.04), which were all found not to be significantly different from each 
other with the exception of audio which was reported as statistically different from every other 
primary task type except television. Therefore, we can conclude that video games, television, 
web surfing, and social media are reported as the primary task in a multitasking situation at 
approximately similar rates to each other, but significantly more than calls, mobile games, 
computer video, and to a slightly lesser extent audio. 
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Within Primary Tasks 
 In order to measure which secondary tasks were more likely to be paired with each 
primary task, nine repeated measures ANOVAs were performed, organized by primary task so 
that each ANOVA was comparing how often each of the eight possible secondary tasks were 
reported to be paired with that primary task. See Table 3 for summarized most likely secondary 
tasks for each primary task. 
Video Games 
A repeated measures ANOVA with a Greenhouse-Geisser correction determined a 
statistically significant difference between the eight possible secondary tasks that could be paired 
with video games (F(7, 1665.83) = 28.55, p < .001). Estimated marginal means pairwise 
comparisons using the Bonferroni correction found that the average frequency of being paired 
with video games reported for the highest means of audio (M = 2.86), text (M = 2.87), and social 
media (M = 2.68) were not significantly different from each other, but they were significantly 
higher (p < .001) than calls (M = 2.42), web surfing (M = 2.37), television (M = 2.18), and 
mobile games (M = 2.27). Computer video (M = 2.61) was not found to be significantly different 
from audio, text, social media, calls, or web surfing, suggesting that while it is among the most 
often paired with video games it is intsignificantly less so than the four with the highest means. 
Television 
 A repeated measures ANOVA with a Greenhouse-Geisser correction determined a 
statistically significant difference between the eight possible secondary tasks that could be paired 
with television (F(4.93, 1360.06) = 59.46, p < .001). Estimated marginal means pairwise 
comparisons using the Bonferroni correction found that the average frequency of being paired 
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with television reported for the highest means of text (M = 2.91) and social media (M = 2.88) 
were not significantly different from each other, but were significantly different (p < .001) from 
mobile games (M = 2.34), web surfing (M = 2.5), calls (M = 2.26), computer video (M = 2.18), 
audio (M = 1.99), and video games (M = 1.79). 
Web Surfing 
 A repeated measures ANOVA with a Greenhouse-Geisser correction determined a 
statistically significant difference between the eight possible secondary tasks that could be paired 
with web surfing (F(6.04, 1280.89) = 65.21, p < .001). Estimated marginal means pairwise 
comparisons using the Bonferroni correction found that the average frequency of being paired 
with web surfing reported for the highest mean of audio (M = 2.89) was not found to be 
significantly different from the mean of text (M = 2.83), which was not significantly different 
from social media (M = 2.74) or computer video (M = 2.57). However, the means for audio and 
text were found to be significantly more than those of television (M = 2.51), calls (M = 2.34), 
mobile games (M = 2.05), and video games (M = 1.72). Notably, the means for mobile games 
and video games were so low as to significantly differ from every other possible secondary task, 
even each other. 
Text 
   A repeated measures ANOVA with a Greenhouse-Geisser correction determined a 
statistically significant difference between the eight possible secondary tasks that could be paired 
with text (F(5.85, 1603.79) = 48.88, p < .001). Estimated marginal means pairwise comparisons 
using the Bonferroni correction found that the average frequency of being paired with text 
reported for the highest means of social media (M = 3.03), audio (M = 2.98), and computer video 
  
 
21 
(M = 2.76) were not significantly different from each other, audio and computer video were also 
not significantly different from television  (M = 2.73), and computer video was not significantly 
different from web surfing  (M = 2.61). However, the means for social media, audio, and 
computer video were significantly higher (p < .001) than for calls (M = 2.4), mobile games (M = 
2.27), and video games (M = 2.00). 
Social Media 
A repeated measures ANOVA with a Greenhouse-Geisser correction determined a 
statistically significant difference between the eight possible secondary tasks that could be paired 
with text (F(6, 1637.21) = 61.02, p < .001). Estimated marginal means pairwise comparisons 
using the Bonferroni correction found that the average frequency of being paired with social 
media reported for the highest means of audio (M = 2.94), text (M = 2.83), television (M = 2.73), 
and computer video (M = 2.71) were not significantly different from each other, and television 
and computer video were also not significantly different from web surfing (M = 2.71). However, 
those highest four means were significantly different (p < .001) from calls (M = 2.38), mobile 
games (M = 2.04), and video games (M = 1.84). 
Mobile Games 
A repeated measures ANOVA with a Greenhouse-Geisser correction determined a 
statistically significant difference between the eight possible secondary tasks that could be paired 
with mobile games (F(5.88, 1640.72) = 28.24, p < .001). Estimated marginal means pairwise 
comparisons using the Bonferroni correction found that the average frequency of being paired 
with mobile games reported for the highest means of audio (M = 2.31), television (M = 2.14), 
and text (M = 2.17) were not significantly different from each other, while television and text 
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were both also not significantly different from computer video (M = 2.01) or social media (M = 
2.04), and television was additionally not significantly different from calls (M = 1.9). However, 
all three of these highest means were also significantly higher (p < .001) than web surfing (M = 
1.8) and video games (M = 1.61). 
Calls 
 A repeated measures ANOVA with a Greenhouse-Geisser correction determined a 
statistically significant difference between the eight possible secondary tasks that could be paired 
with calls (F(5.62, 1544.5) = 42.05, p < .001). Estimated marginal means pairwise comparisons 
using the Bonferroni correction found that the average frequency of being paired with calls 
reported for the highest means of text (M = 2.33), social media (M = 2.34), and web surfing (M = 
2.14) were not significantly different from each other, with web surfing also not being 
significantly different from television (M = 1.97). However, these highest three were 
significantly higher than (p < .001) the averages for computer video (M = 1.88), audio (M = 
1.79), mobile games (M = 1.7), and video games (M = 1.65). 
Audio 
 A repeated measures ANOVA with a Greenhouse-Geisser correction determined a 
statistically significant difference between the eight possible secondary tasks that could be paired 
with audio (F(4.85, 1338.26) = 83.56, p < .001). Estimated marginal means pairwise 
comparisons using the Bonferroni correction found that the average frequency of being paired 
with audio reported for the highest means of social media (M = 2.84), text (M = 2.75), and web 
surfing (M = 2.66) were not significantly different from each other, but were all higher than the 
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means from mobile games (M = 2.12), computer video (M = 1.96), video games (M = 1.97), 
calls (M = 1.73), and television (M = 1.68). 
Computer Video 
A repeated measures ANOVA with a Greenhouse-Geisser correction determined a 
statistically significant difference between the eight possible secondary tasks that could be paired 
with audio (F(5.78, 1247.39) = 57.62, p < .001). Estimated marginal means pairwise 
comparisons using the Bonferroni correction found that the average frequency of being paired 
with audio reported for the highest means of text (M = 2.64) and social media (M = 2.5) were not 
significantly different from each other, but were significantly higher than all the other task means 
of web surfing (M = 2.2), television (M = 1.74), video games (M = 1.67), audio (M = 1.87), 
mobile games (M = 1.88), and calls (M = 1.83). 
Table 3. Summarized most likely secondary tasks for each primary. 
Primary Task Secondary Tasks Most Reported to be Paired 
Video Games Audio, Text, Social Media 
Television Text, Social Media 
Web Surfing Audio, Text 
Text Social Media, Audio, Computer Video 
Social Media Audio, Television, Computer Video 
Mobile Games Audio, Television, Text 
Calls Text, Social Media, Web Surfing 
Audio Social Media, Text, Web Surfing 
Computer Video Text, Social Media 
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DISCUSSION 
The goals of this study were to document that people perform media multitasking, to 
document that the same two tasks would be reported differently depending on which was 
designated as the primary task, to distinguish during which primary tasks multitasking is most 
likely to occur, and to determine which secondary tasks are most often reported to be paired with 
each primary task. 
Media Multitasking 
For the one-sample t-test determining which task pairs were reported to be performed 
more often than “Never,” all 72 task pairs were shown to be reported significantly more than 
Never. For the one-sample t-test determining which task pairs were reported to be performed 
more often than “Some of the time,” 38 out of the 72 task pairs were shown to be reported 
significantly more than Some of the time. This suggests that overwhelmingly people are 
performing media multitasking. 
Primary vs. Secondary 
Similarly, for 44 out of 72 possible task pairs in this study, when the same two tasks were 
paired in opposite order multitasking activity was reported significantly differently depending on 
which task was designated as the primary task by the question. Of the 28 pairs for which primary 
task designation did not make a difference in how often two tasks were combined in 
multitasking, which hence can be condensed into 14 pairs, a few possible reasons for the lack of 
distinction are apparent. Some of these pairs are combinations of tasks which occupy the same 
modality channels (such as calls/computer video, calls/ audio, audio/computer video, text/mobile 
games, and social media/mobile games) and thus may consume from the same resource domain, 
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making them harder to pair (Wickens, 2002). Another possibility is that some of these tasks may 
occupy the same Wickens’ processing code or simply the same device (such as text/mobile 
games, text/calls, and mobile games/calls, as well as potentially social media/calls and social 
media/mobile games) in such a way that it is not possible or at least is less convenient to do them 
at the same time. 
Primary Tasks 
A repeated measures ANOVA was conducted within the averaged scores for every 
possible task pair with a given primary task to determine which tasks are most often performed 
in a media multitasking situation as primary tasks. Video games, social media, text, web surfing, 
and television were found to be most often performed as primary tasks.  
Secondary Tasks 
Repeated measures ANOVAs were then conducted within the task pair scores of each 
primary task to determine which secondary tasks were mostly often reported to be paired with 
each one. Overwhelmingly, audio, text, social media, computer video, web surfing, and 
television were found to be the most common secondary tasks. Video games were most often be 
paired with audio, text, or social media. Television was most often paired with text and social 
media. Web surfing was most often paired with text and audio. Text was most often paired with 
social media, audio, and computer video. Social media was most often paired with audio, 
television, and computer video. Mobile games were most often paired with audio, television, and 
text. Calls were most often paired with text, social media, and web surfing. Audio was most 
often paired with social media, text, and web surfing. Computer video was most often paired 
with text and social media. While there are many possibilities as to why these tasks might be so 
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often reported as secondary tasks, it may be that some of these tasks are considered “routine” and 
thus consume so few resources as to hardly feel like multitasking at all (Circella et al., 2012). 
Limitations 
 All of the data in this study is entirely self-reported. It is entirely possible that participants 
did not correctly gauge how often they perform certain media tasks together, especially in the 
case of potentially ubiquitous or automatic tasks such as text and social media where they might 
check notifications throughout the day. Additionally, all participants were presented with the 
blocks regarding each task in the same order. There is the definite possibility of a fatigue effect 
as they made their way through the questionnaires, meaning that they would have been more 
fatigued as they answered the media task blocks which always occurred towards the end of the 
study. 
Conclusions and Future Research 
 This study served to create an index of sorts for commonly performed media task pairs, 
which tasks in a pair are considered primary or secondary, and individual tasks’ most frequent 
designation as primary or secondary.  Moving forward, research should aim to expand on this 
index by investigating the reported reasons that certain task pairs are performed, as well as the 
individual differences demonstrated by the relevant participants. This could result in an index 
which might be able to suggest that people who are high on certain traits will perform certain 
combinations of tasks for certain reasons. A hypothetical example might be that the research 
could show that individuals high on boredom susceptibility play mobile games and watch 
television at the same time to provide themselves additional stimulation, while anxious 
individuals are more likely to play music or nonmusic audio while they are web surfing to keep 
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their minds busy and relieve a sense of panic. Finally, a scale could be developed to investigate a 
hypothetical construct tentatively labeled as “Need for Attentional Resource Consumption,” 
identifying people who do not just prefer multitasking but actually benefit from it for whatever 
reasons are found to be the case. 
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APPENDIX A: Multitasking Behavior Questionnaire 
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How many hours per week do you estimate that you spend using video games or computer 
games? 
 
How often do you concurrently use video/computer games with each of these other mediums? 
 Never (1) 
A little of the 
time (2) 
Some of the 
time (3) 
Most of the time 
(4) 
Television  o  o  o  o  
Computer-based 
video (such as 
YouTube or 
online television 
episodes)  
o  o  o  o  
Music and 
nonmusic audio  o  o  o  o  
Phone or tablet 
games  o  o  o  o  
Telephone and 
mobile phone 
voice calls  
o  o  o  o  
SMS (text 
messaging) and 
Instant 
Messaging  
o  o  o  o  
Web Surfing  o  o  o  o  
Social media  o  o  o  o  
Other computer-
based 
applications 
(such as word 
processing)  
o  o  o  o  
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When you use video or computer games concurrently with these other mediums, why do you do 
so? Check all that apply. 
▢ It’s habitual or feels more natural to do so  
▢ I lose interest in just one activity  
▢ I prefer for multiple things or for switching between things  
▢ It gets more done at once  
▢ It relieves pressure for time  
▢ It is convenient to do both at once  
▢  It keeps me company/makes me feel less alone  
▢ It helps me relax  
▢ I can access information with one medium while doing something unrelated to 
that information with the other medium  
▢ I can use one medium to access information about what I’m doing with the other 
medium  
▢ Using both at once makes me more available for social contact  
▢ I use one of these mediums to contact others regarding the other media task  
▢ Doing both at once allows me to absorb more information  
▢ Doing both at once relieves a sense of anxiety for me  
▢ Doing both at once relieves a sense of restlessness for me  
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▢ Doing both at once eases the unpleasantness of one of these tasks  
▢ Doing both at once enhances the pleasantness of one of these tasks  
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How many hours per week do you estimate that you spend using television? 
How often do you concurrently use television with each of these other mediums? 
 Never (1) 
A little of the 
time (2) 
Some of the 
time (3) 
Most of the time 
(4) 
Video or 
computer games 
(1)  
o  o  o  o  
Computer-based 
video (such as 
YouTube or 
online television 
episodes)  
o  o  o  o  
Music and 
nonmusic audio  o  o  o  o  
Phone or tablet 
games  o  o  o  o  
Telephone and 
mobile phone 
voice calls  
o  o  o  o  
SMS (text 
messaging) and 
Instant 
Messaging  
o  o  o  o  
Web Surfing  o  o  o  o  
Social media  o  o  o  o  
Other computer-
based 
applications 
(such as word 
processing)  
o  o  o  o  
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When you use television concurrently with these other mediums, why do you do so? Check all 
that apply. 
▢ It’s habitual or feels more natural to do so  
▢ I lose interest in just one activity  
▢ I prefer for multiple things or for switching between things  
▢ It gets more done at once  
▢ It relieves pressure for time  
▢ It is convenient to do both at once  
▢  It keeps me company/makes me feel less alone  
▢ It helps me relax  
▢ I can access information with one medium while doing something unrelated to 
that information with the other medium  
▢ I can use one medium to access information about what I’m doing with the other 
medium  
▢ Using both at once makes me more available for social contact  
▢ I use one of these mediums to contact others regarding the other media task  
▢ Doing both at once allows me to absorb more information  
▢ Doing both at once relieves a sense of anxiety for me  
▢ Doing both at once relieves a sense of restlessness for me  
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▢ Doing both at once eases the unpleasantness of one of these tasks  
▢ Doing both at once enhances the pleasantness of one of these tasks  
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How many hours per week do you estimate that you spend using web surfing? 
 
How often do you concurrently use web surfing with each of these other mediums? 
 Never (1) 
A little of the 
time (2) 
Some of the 
time (3) 
Most of the time 
(4) 
Television  o  o  o  o  
Computer-based 
video (such as 
YouTube or 
online television 
episodes)  
o  o  o  o  
Music and 
nonmusic audio  o  o  o  o  
Phone or tablet 
games  o  o  o  o  
Telephone and 
mobile phone 
voice calls  
o  o  o  o  
SMS (text 
messaging) and 
Instant 
Messaging  
o  o  o  o  
Video or 
computer games 
(7)  
o  o  o  o  
Social media  o  o  o  o  
Other computer-
based 
applications 
(such as word 
processing)  
o  o  o  o  
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When you use web surfing concurrently with these other mediums, why do you do so? Check all 
that apply. 
▢ It’s habitual or feels more natural to do so  
▢ I lose interest in just one activity  
▢ I prefer for multiple things or for switching between things  
▢ It gets more done at once  
▢ It relieves pressure for time  
▢ It is convenient to do both at once  
▢  It keeps me company/makes me feel less alone  
▢ It helps me relax  
▢ I can access information with one medium while doing something unrelated to 
that information with the other medium  
▢ I can use one medium to access information about what I’m doing with the other 
medium  
▢ Using both at once makes me more available for social contact  
▢ I use one of these mediums to contact others regarding the other media task  
▢ Doing both at once allows me to absorb more information  
▢ Doing both at once relieves a sense of anxiety for me  
▢ Doing both at once relieves a sense of restlessness for me  
  
 
37 
▢ Doing both at once eases the unpleasantness of one of these tasks  
▢ Doing both at once enhances the pleasantness of one of these tasks  
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How many hours per week do you estimate that you spend using SMS (text messaging) and 
Instant Messaging? 
 
How often do you concurrently use text messaging with each of these other mediums? 
 Never (1) 
A little of the 
time (2) 
Some of the 
time (3) 
Most of the time 
(4) 
Television  o  o  o  o  
Computer-based 
video (such as 
YouTube or 
online television 
episodes)  
o  o  o  o  
Music and 
Nonmusic audio  o  o  o  o  
Phone or tablet 
games  o  o  o  o  
Telephone and 
mobile phone 
voice calls  
o  o  o  o  
Video or 
computer games 
(6)  
o  o  o  o  
Web Surfing  o  o  o  o  
Social media  o  o  o  o  
Other computer-
based 
applications 
(such as word 
processing)  
o  o  o  o  
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When you use text messaging concurrently with these other mediums, why do you do so? Check 
all that apply. 
▢ It’s habitual or feels more natural to do so  
▢ I lose interest in just one activity  
▢ I prefer for multiple things or for switching between things  
▢ It gets more done at once  
▢ It relieves pressure for time  
▢ It is convenient to do both at once  
▢  It keeps me company/makes me feel less alone  
▢ It helps me relax  
▢ I can access information with one medium while doing something unrelated to 
that information with the other medium  
▢ I can use one medium to access information about what I’m doing with the other 
medium  
▢ Using both at once makes me more available for social contact  
▢ I use one of these mediums to contact others regarding the other media task  
▢ Doing both at once allows me to absorb more information  
▢ Doing both at once relieves a sense of anxiety for me  
▢ Doing both at once relieves a sense of restlessness for me  
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▢ Doing both at once eases the unpleasantness of one of these tasks  
▢ Doing both at once enhances the pleasantness of one of these tasks  
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How many hours per week do you estimate that you spend using social media? 
 
How often do you concurrently use social media with each of these other mediums? 
 Never (1) 
A little of the 
time (2) 
Some of the 
time (3) 
Most of the time 
(4) 
Television  o  o  o  o  
Computer-based 
video (such as 
YouTube or 
online television 
episodes)  
o  o  o  o  
Music and 
nonmusic audio  o  o  o  o  
Phone or tablet 
games  o  o  o  o  
Telephone and 
mobile phone 
voice calls  
o  o  o  o  
SMS (text 
messaging) and 
Instant 
Messaging  
o  o  o  o  
Web Surfing  o  o  o  o  
Video or 
computer games 
(8)  
o  o  o  o  
Other computer-
based 
applications 
(such as word 
processing)  
o  o  o  o  
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When you use social media concurrently with these other mediums, why do you do so? Check all 
that apply. 
▢ It’s habitual or feels more natural to do so  
▢ I lose interest in just one activity  
▢ I prefer for multiple things or for switching between things  
▢ It gets more done at once  
▢ It relieves pressure for time  
▢ It is convenient to do both at once  
▢  It keeps me company/makes me feel less alone  
▢ It helps me relax  
▢ I can access information with one medium while doing something unrelated to 
that information with the other medium  
▢ I can use one medium to access information about what I’m doing with the other 
medium  
▢ Using both at once makes me more available for social contact  
▢ I use one of these mediums to contact others regarding the other media task  
▢ Doing both at once allows me to absorb more information  
▢ Doing both at once relieves a sense of anxiety for me  
▢ Doing both at once relieves a sense of restlessness for me  
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▢ Doing both at once eases the unpleasantness of one of these tasks  
▢ Doing both at once enhances the pleasantness of one of these tasks  
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How many hours per week do you estimate that you spend using phone or tablet games? 
 
How often do you concurrently use  phone or tablet games with each of these other mediums? 
 Never (1) 
A little of the 
time (2) 
Some of the 
time (3) 
Most of the time 
(4) 
Television  o  o  o  o  
Computer-based 
video (such as 
YouTube or 
online television 
episodes)  
o  o  o  o  
Music and 
nonmusic audio  o  o  o  o  
Video or 
computer games  o  o  o  o  
Telephone and 
mobile phone 
voice calls  
o  o  o  o  
SMS (text 
messaging) and 
Instant 
Messaging  
o  o  o  o  
Web Surfing  o  o  o  o  
Social media  o  o  o  o  
Other computer-
based 
applications 
(such as word 
processing)  
o  o  o  o  
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When you use phone or tablet games concurrently with these other mediums, why do you do so? 
Check all that apply. 
▢ It’s habitual or feels more natural to do so  
▢ I lose interest in just one activity  
▢ I prefer for multiple things or for switching between things  
▢ It gets more done at once  
▢ It relieves pressure for time  
▢ It is convenient to do both at once  
▢  It keeps me company/makes me feel less alone  
▢ It helps me relax  
▢ I can access information with one medium while doing something unrelated to 
that information with the other medium  
▢ I can use one medium to access information about what I’m doing with the other 
medium  
▢ Using both at once makes me more available for social contact  
▢ I use one of these mediums to contact others regarding the other media task  
▢ Doing both at once allows me to absorb more information  
▢ Doing both at once relieves a sense of anxiety for me  
▢ Doing both at once relieves a sense of restlessness for me  
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▢ Doing both at once eases the unpleasantness of one of these tasks  
▢ Doing both at once enhances the pleasantness of one of these tasks  
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How many hours per week do you estimate that you spend using telephone/mobile phone voice 
calls? 
 
How often do you concurrently use telephone/mobile phone voice calls with each of these other 
mediums? 
 Never (1) 
A little of the 
time (2) 
Some of the 
time (3) 
Most of the time 
(4) 
Television  o  o  o  o  
Computer-based 
video (such as 
YouTube or 
online television 
episodes)  
o  o  o  o  
Music and 
nonmusic audio  o  o  o  o  
Phone or tablet 
games  o  o  o  o  
Video or 
computer games 
(5)  
o  o  o  o  
SMS (text 
messaging) and 
Instant 
Messaging  
o  o  o  o  
Web Surfing  o  o  o  o  
Social media  o  o  o  o  
Other computer-
based 
applications 
(such as word 
processing)  
o  o  o  o  
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When you use telephone/mobile phone voice calls concurrently with these other mediums, why 
do you do so? Check all that apply. 
▢ It’s habitual or feels more natural to do so  
▢ I lose interest in just one activity  
▢ I prefer for multiple things or for switching between things  
▢ It gets more done at once  
▢ It relieves pressure for time  
▢ It is convenient to do both at once  
▢  It keeps me company/makes me feel less alone  
▢ It helps me relax  
▢ I can access information with one medium while doing something unrelated to 
that information with the other medium  
▢ I can use one medium to access information about what I’m doing with the other 
medium  
▢ Using both at once makes me more available for social contact  
▢ I use one of these mediums to contact others regarding the other media task  
▢ Doing both at once allows me to absorb more information  
▢ Doing both at once relieves a sense of anxiety for me  
▢ Doing both at once relieves a sense of restlessness for me  
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▢ Doing both at once eases the unpleasantness of one of these tasks  
▢ Doing both at once enhances the pleasantness of one of these tasks  
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How many hours per week do you estimate that you spend using music and/or nonmusic audio? 
 
How often do you concurrently use music with each of these other mediums? 
 Never (1) 
A little of the 
time (2) 
Some of the 
time (3) 
Most of the time 
(4) 
Television  o  o  o  o  
Computer-based 
video (such as 
YouTube or 
online television 
episodes)  
o  o  o  o  
Video or 
computer games 
(3)  
o  o  o  o  
Phone or tablet 
games  o  o  o  o  
Telephone and 
mobile phone 
voice calls  
o  o  o  o  
SMS (text 
messaging) and 
Instant 
Messaging  
o  o  o  o  
Web Surfing  o  o  o  o  
Social media  o  o  o  o  
Other computer-
based 
applications 
(such as word 
processing)  
o  o  o  o  
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When you use music and nonmusic audio concurrently with these other mediums, why do you do 
so? Check all that apply. 
▢ It’s habitual or feels more natural to do so  
▢ I lose interest in just one activity  
▢ I prefer for multiple things or for switching between things  
▢ It gets more done at once  
▢ It relieves pressure for time  
▢ It is convenient to do both at once  
▢  It keeps me company/makes me feel less alone  
▢ It helps me relax  
▢ I can access information with one medium while doing something unrelated to 
that information with the other medium  
▢ I can use one medium to access information about what I’m doing with the other 
medium  
▢ Using both at once makes me more available for social contact  
▢ I use one of these mediums to contact others regarding the other media task  
▢ Doing both at once allows me to absorb more information  
▢ Doing both at once relieves a sense of anxiety for me  
▢ Doing both at once relieves a sense of restlessness for me  
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▢ Doing both at once eases the unpleasantness of one of these tasks  
▢ Doing both at once enhances the pleasantness of one of these tasks  
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How many hours per week do you estimate that you spend using computer-based video such as 
YouTube or online television episodes? 
 
How often do you concurrently use computer-based video with each of these other mediums? 
 Never (1) 
A little of the 
time (2) 
Some of the 
time (3) 
Most of the time 
(4) 
Television  o  o  o  o  
Video or 
computer games 
(2)  
o  o  o  o  
Music and 
nonmusic audio  o  o  o  o  
Phone or tablet 
games  o  o  o  o  
Telephone and 
mobile phone 
voice calls  
o  o  o  o  
SMS (text 
messaging) and 
Instant 
Messaging  
o  o  o  o  
Web Surfing  o  o  o  o  
Social media  o  o  o  o  
Other computer-
based 
applications 
(such as word 
processing)  
o  o  o  o  
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When you use computer-based video concurrently with these other mediums, why do you do so? 
Check all that apply. 
▢ It’s habitual or feels more natural to do so  
▢ I lose interest in just one activity  
▢ I prefer for multiple things or for switching between things  
▢ It gets more done at once  
▢ It relieves pressure for time  
▢ It is convenient to do both at once  
▢  It keeps me company/makes me feel less alone  
▢ It helps me relax  
▢ I can access information with one medium while doing something unrelated to 
that information with the other medium  
▢ I can use one medium to access information about what I’m doing with the other 
medium  
▢ Using both at once makes me more available for social contact  
▢ I use one of these mediums to contact others regarding the other media task  
▢ Doing both at once allows me to absorb more information  
▢ Doing both at once relieves a sense of anxiety for me  
▢ Doing both at once relieves a sense of restlessness for me  
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▢ Doing both at once eases the unpleasantness of one of these tasks  
▢ Doing both at once enhances the pleasantness of one of these tasks  
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How many hours per week do you estimate that you spend using other computer applications? 
 
How often do you concurrently use other computer applications with each of these other 
mediums? 
 Never (1) 
A little of the 
time (2) 
Some of the 
time (3) 
Most of the time 
(4) 
Television  o  o  o  o  
Computer-based 
video (such as 
YouTube or 
online television 
episodes)  
o  o  o  o  
Music and 
nonmusic audio  o  o  o  o  
Phone or tablet 
games  o  o  o  o  
Telephone and 
mobile phone 
voice calls  
o  o  o  o  
SMS (text 
messaging) and 
Instant 
Messaging  
o  o  o  o  
Web Surfing  o  o  o  o  
Social media  o  o  o  o  
Video or 
computer games 
(9)  
o  o  o  o  
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When you use other computer applications concurrently with these other mediums, why do you 
do so? Check all that apply. 
▢ It’s habitual or feels more natural to do so  
▢ I lose interest in just one activity  
▢ I prefer for multiple things or for switching between things  
▢ It gets more done at once  
▢ It relieves pressure for time  
▢ It is convenient to do both at once  
▢  It keeps me company/makes me feel less alone  
▢ It helps me relax  
▢ I can access information with one medium while doing something unrelated to 
that information with the other medium  
▢ I can use one medium to access information about what I’m doing with the other 
medium  
▢ Using both at once makes me more available for social contact  
▢ I use one of these mediums to contact others regarding the other media task  
▢ Doing both at once allows me to absorb more information  
▢ Doing both at once relieves a sense of anxiety for me  
▢ Doing both at once relieves a sense of restlessness for me  
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▢ Doing both at once eases the unpleasantness of one of these tasks  
▢ Doing both at once enhances the pleasantness of one of these tasks  
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APPENDIX B: Internal Restlessness Scale 
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Following is a list of statement that people have used to describe themselves. Please indicate, in 
general, to what extent each one applies to you. Be sure to answer all of the items. 
 
 
None of the time 
(1) 
Some of the 
time (2) 
Most of the time 
(3) 
All of the time 
(4) 
I am organized. 
(1)  o  o  o  o  
I am told that I 
interrupt people. 
(2)  
o  o  o  o  
Thoughts race 
through my 
mind. (3)  
o  o  o  o  
Mental 
restlessness 
prevents me 
from sleeping. 
(4)  
o  o  o  o  
I am always 
thinking; I have 
difficulty putting 
thoughts to rest. 
(5)  
o  o  o  o  
While listening 
to others, my 
attention drifts to 
unrelated 
thoughts. (6)  
o  o  o  o  
I lose my train of 
thought 
conversing with 
others. (7)  
o  o  o  o  
I have urges to 
blurt out 
thoughts. (8)  o  o  o  o  
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I have difficulty 
maintaining 
focus. (9)  
o  o  o  o  
I feel compelled 
to interrupt 
others during 
conversations. 
(10)  
o  o  o  o  
I feel mentally 
calm. (11)  o  o  o  o  
I have difficulty 
relaxing because 
of reoccurring 
thoughts. (12)  
o  o  o  o  
I am distracted 
by sounds. (13)  o  o  o  o  
I have difficulty 
organizing my 
thoughts. (14)  o  o  o  o  
I replay 
situations in my 
mind. (15)  
o  o  o  o  
I worry about 
becoming bored. 
(16)  
o  o  o  o  
I focus on tasks. 
(17)  o  o  o  o  
I have difficulty 
planning. (18)  o  o  o  o  
Unrelated 
thoughts seems 
to pop into my 
head. (19)  
o  o  o  o  
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I am distracted 
by visual stimuli. 
(20)  
o  o  o  o  
My mind 
wanders. (21)  o  o  o  o  
Many possible 
outcomes to 
future scenarios 
run through my 
mind. (22)  
o  o  o  o  
I seek mental 
stimuli. (23)  o  o  o  o  
I feel internally 
restless. (24)  o  o  o  o  
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APPENDIX C: Beck Anxiety Inventory 
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Below is a list of common symptoms of anxiety. Please carefully read each item in the list. 
Indicate how much you have been bothered by that symptom during the past month, including 
today, by circling the number in the corresponding space in the column next to each symptom.  
 
 Not at all (1) 
Mildly, but it 
didn't bother me 
much (2) 
Moderately - it 
wasn't pleasant 
at times (3) 
Severely - it 
bothered me a 
lot (4) 
Numbness or 
tingling (1)  o  o  o  o  
Feeling hot (2)  o  o  o  o  
Wobbliness in 
legs (3)  o  o  o  o  
Unable to relax 
(4)  o  o  o  o  
Fear of worst 
happening (5)  o  o  o  o  
Dizzy or 
lightheaded (6)  o  o  o  o  
Heart pounding / 
racing (7)  o  o  o  o  
Unsteady (8)  o  o  o  o  
Terrified or 
afraid (9)  o  o  o  o  
Nervous (10)  o  o  o  o  
Feeling of 
choking (11)  o  o  o  o  
Hands trembling 
(12)  o  o  o  o  
Shaky/unsteady 
(13)  o  o  o  o  
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Fear of losing 
control (14)  o  o  o  o  
Difficulty in 
breathing (15)  o  o  o  o  
Fear of dying 
(16)  o  o  o  o  
Scared (17)  o  o  o  o  
Indigestion (18)  o  o  o  o  
Faint / 
lightheaded (19)  o  o  o  o  
Face flushed 
(20)  o  o  o  o  
Hot / cold sweats 
(21)  o  o  o  o  
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APPENDIX D: Mini IPIP 
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How much do you agree with each statement about you as you generally are now, not as you 
wish to be in the future?  
In general, I... 
 
 
Strongly 
disagree (1) 
Somewhat 
disagree (2) 
Neither agree 
nor disagree 
(3) 
Somewhat 
agree (4) 
Strongly 
agree (5) 
Am the life of 
the party. (1)  o  o  o  o  o  
Sympathize 
with others' 
feelings. (2)  
o  o  o  o  o  
Get chores 
done right 
away. (3)  o  o  o  o  o  
Have 
frequent 
mood swings. 
(4)  
o  o  o  o  o  
Have a vivid 
imagination. 
(5)  o  o  o  o  o  
Don't talk a 
lot. (6)  o  o  o  o  o  
Am not 
interested in 
other people's 
problems. (7)  
o  o  o  o  o  
Often forget 
to put things 
back in their 
proper place. 
(8)  
o  o  o  o  o  
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Am relaxed 
most of the 
time. (9)  
o  o  o  o  o  
Am not 
interested in 
abstract ideas. 
(10)  
o  o  o  o  o  
Talk to a lot 
of different 
people at 
parties. (11)  
o  o  o  o  o  
Feel others' 
emotions. 
(12)  o  o  o  o  o  
Like order. 
(13)  o  o  o  o  o  
Get upset 
easily. (14)  o  o  o  o  o  
Have 
difficulty 
understanding 
abstract ideas. 
(15)  
o  o  o  o  o  
Keep in the 
background. 
(16)  
o  o  o  o  o  
Am not really 
interested in 
others. (17)  
o  o  o  o  o  
Make a mess 
of things. 
(18)  
o  o  o  o  o  
Seldom feel 
blue. (19)  o  o  o  o  o  
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Do not have a 
good 
imagination. 
(20)  
o  o  o  o  o  
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APPENDIX E: Demographics 
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How old are you?  
 
 
What is your gender? 
o Male  
o Female 
o Other 
o Prefer not to specify 
 
 
What is your year in college? 
o Freshman (first year)  
o Sophomore (second year) 
o Junior (third year)  
o Senior (fourth year) 
o Fifth year or more  
 
 
Do you own a cell phone? 
o Yes 
o No 
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